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Game Center Chante Geolaiuceliisas 


¢ Friends 

¢ Leaderboards 
ay AX@ alteacuaalelales 
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¢ Multiplayer 


Three Strategies 


Tie scores and achievements 
back into gameplay 
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Play Again 
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Menu 
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Tanks Blasted 


Alice Jacob 


Bob Moore 


Sam Adamson 


Nicole West 


Andrea Smith 
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- Use friends scores as markers 
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How to retrieve scores 


¢ GKLeaderboard 


= Download raw score data from Game Center 
= Score of local player 
ses\@ 0) (= 0) mm (0L6r- 1 ©) F-)\ 21 NA =1ALe 


¢ GKScore 


olayerID, score (value), rank, date, context, formattedValue, 


¢ GKPlayer 


+ loadPlayersForIdentifiers:withComp letionHand Ler: 
— loadPhotoForSize:withComp letionHand ler: 
NSString *displayName 


Retrieving Scores 
DY) Val koy-Ke me) ome Lem ia (-alehmae) cas 


// GKLeaderboard provides access to scores in Game Center 
GKLeaderboard x*leaderboard = [[GKLeaderboard alloc] init]; 


// Configure request: friends’ all-time top 5@ scores on specified leaderboard 
Loaderboard. identifier = @’com. company. tankgame.tanksblasted” ; 

leaderboard. timeScope = GKLeaderboardTimeScopeALlTime; 

leaderboard.playerScope = GKLeaderboardPlayerScopeFriendsOnly; 

leaderboard. range = NSMakeRange(1,5Q) ; 


// Fetch scores from Game Center 
[leaderboard lLoadScoresWithCompletionHandler:*(NSArray xscores, NSError xerror) 
{ 
if (scores) // array of GKScores 
[self processScores:scores]; 


Tie Back Into Gameplay 
CTo)favemieladar=s 


¢ Use the Most Recent Score leaderboard 
¢ Display banners when old score passed 
¢ Use objectives/missions to prime achievements 


slalar-}avellatemeat-b'c-1mm sialet-le(svaalsvale 
With Game Center 


(1) Tie scores and achievements back into gameplay 


palace m@larelitalale (scm alee mGr-laatomel 


Challenges 


Ole Gc-er-le 


¢ “Challenge” a friend to beat your score or earn an achievement 
- Drives competition, engagement, replayability 

¢ Score challenge 
- Based on score earned by challenger 
= Re-challenge issued when challenged player earns better score 
am @o)al di ale(=sm om corel al-li(=)ale( om ey-le.@-lalemrelaua 
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Tanks Blasted 
13 Friends = | 


: Alice Jacob Tanks Blasted 


1138 tanks 
#3 earned Sep 7, 2013 


Bob Moore 


Sam Adamson 


wa 


Nicole West 


Andrea Smith 


sJaravem@ar-li(-vale(-cmlaicem ag lant-lavmel 
s=Yel avarice letexs 
¢ Offer to send challenge after passing a friend’s score 


¢ Display received challenges in custom UI at launch 
¢ Display received challenge “markers” in-game 
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[leaderboard lLoadScoreswWithCompletionHandler:*(NSArray xscores, NSError xerror) 


¢ GKScore, GKAchievement 


« Issue challenges to friends 
—challengeComposeControllerwWithPlayers: message: comp letionHand Ler: 


¢ GKChallenge, GKScoreChallenge, GKAchievementChallenge 


= Track recieved challenges 
+loadReceivedChallengeswithComp LetionHand Ler: 


ESSUT aye Gla litslare [= 
Players with a lower score 


-(void) challengeLesserBeings: (int64_t)score inLeaderboard: (NSStringx)LBID 
{ 


// Configure request: friends’ all-time top 5@ scores (as shown before) 


GKLeaderboard xleaderboard = [[GKLeaderboard alloc] init]; 


// Fetch scores from Game Center 
[leaderboard loadScoreswWithCompletionHandler:*(NSArray «scores, NSError xerror) ¢t 


// Filter to get scores less than mine 


NSPredicate «filter = [NSPredicate predicatewithFormat:@”’value < %qi”, score]; 
NSArray xlesserScores = [scores filteredArrayUsingPredicate: filter] ; 


// Offer to send challenges 
[self presentChallengewithPreselectedScores: lesserScores] ; 


tI; 
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With Game Center 


(1) Tie scores and achievements back into gameplay 
(2) Bring Challenges into your UI 
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High Scores 


Tanks Blasted 


All 1,697,544 Players 


Alice Jacob 


Bob Moore 


Jeff Baker 


Sam Adamson 


Nicole West 


Andrea Smith 


High Scores 


9,223,3/2,036,854,/75,807 


INT64_MAX 
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Set a score range in iTunes Connect 


M=¥-(e(=)a ekey-lcemlaiielaaarsidlela 
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com. StudioName.myGame. leaderboardID 


Score Submission Type Best Score C) Most Recent Score C) 
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Set a score range in iTunes Connect 
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Score submissions in iOS 7 are signed 
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Score management in iTunes Connect 


¢ Remove invalid scores and block users 
= View top 100 scores per leaderboard 
= Delete any invalid score 
- Block any user and all their invalid scores 


¢ Now available 


Score Management 
DY=i(ia fale We Iee) c= 


¢ Removes score from leaderboard 
¢ User may re-play and ‘earn‘a real score 
¢ No other leaderboards affected 


Score Management 
silole diatem-Meni=1 9 


¢« Removes scores from all leaderboards on your app 
¢ Blocks user from posting new scores to your app 
¢ Grouped apps 

= Scores removed from all leaderboards in the group 


= User is blocked from posting new scores for all leaderboards 
Tam talemelcelere 


With great power 
comes great responsibility 
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With Game Center 


(1) Tie scores and achievements back into gameplay 
(2) Bring challenges up to the surface 
(3) Manage your leaderboards 


Game Center 
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¢ For third-party controller developers 

= MFi Program membership required 
¢ Defines hardware requirements 

= Consistent control layouts 

= Fast report rate 

= Pressure sensitive buttons 

Nome alae 

= No dead zones 


Made for 


iPod (iPhone |_|iPad 


Taldaevelelqidreya 
Ch lanlemeelaidae)i(=amie-laateayce) a4 


¢ Connect with MFI game controllers 
= Detect controllers 
- Read inputs in-game 

¢ One consistent API for all controllers 
= Focus on making great games 


The Controllers 
me)daanmiiadiaremie-larer-lcemey-lent=) ey-le 
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- Physically encases the device 
: User can touch the screen 


SA OS 
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¢ Standard gamepad 
- D-pad 
= ABXY 
= Shoulders 


The Controllers 
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» Physically encases the device 
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- User can touch the screen 
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¢ Extended gamepad 
Deey-le 

= ABXY 

Syaleluile (sigs 
sialelanlesiiree 
Triggers 


The Controllers 
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¢ Standalone 
" Not attached to device 
" Wired or wireless 
¢ Extended gamepad 
- D-pad 
= ABXY 
mes) arelei (ell as 
a nalelaalesiacee 
- Triggers 


iatsm@eolaiuceliia: 
Available now 
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Overview 


¢ Main class for working with Controllers 
- Represents a connected game controller 
= Same class for all supported controllers 
¢ Provides 


am \V/Coldatete mn rolmniiatelialemee)aince) (sas 
= Access to physical input data 
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Main entry point 


@interface GCController : NSObject 


+ (NSArray *)controllers 


¢ List of currently connected controllers 
I AVA \\0) im 1G Ge) ai ace)i(=) aul absie-]alecrm (1001 0)8’mlm are)als) 
¢ Updated whenever controllers connect or disconnect 


GCController 


T= a a aye mee) alaracse 
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soa 1010) ip =] 0) 0 Gn Mer~ cme) pm GUN WV 0) on Gumer- hum Koyat 9 i-]0)0mme mo] aml am cya) M- [0 are] am mare) micmal0)/ohenKe)alcwmG)\ >) DR KonenRe)alT-Rm\e She nnent 
{ 

if ([GCController class]) 

i 


NSNotificationCenter* center = [NSNotificationCenter defaultCenter] ; 


[ center addObserver:self selector:@selector(setupControllers: ) 
name:GCControllerDidConnectNotification object:nill] ; 

[ center addObserver:self selector:@selector(setupControllers: ) 
name:GCControllerDidDisconnectNotification object:nill]; 


[ GCController startWirelessControllerDiscoveryWithCompletionHandler:*{ ... }]; 


C1 Geolalacelit=e 
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— (void)setupControllers: (NSNotification *«)notification 
{ 
// Get array of connected controllers 
self.controllerArray = [GCController controllers]; 


if ([self.controllerArray count] > Q) 
// Found controllers 
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Controller Profiles 


Standard Gamepad Profile Extended Gamepad Profile 


Controller Profiles 
wt Jalet- come l-laat=) ey-(em e)celil(= 
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D-PAD Face Buttons 


Property Name 


Type 


@oyayane)i(slm accel (ax Property Name Type 
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slelalesyarelel resi 
ojeyzle GCDirectionPad 
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leftTrigger 
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Element Types 
CLG Goyal dce)i(-asjeiaceyaliayelene 


¢ Classic button state 
310 ]0) amo} a okce1 10 // Whether button is pressed 


¢ Buttons are also pressure sensitive 


// Amount of pressure (analog) 


float value; 
// Normalized from 0.@ to 1.0 
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Element Types 
CT Moyaiace)i(aPlicsvaulelalw-le 


¢ Treated as four buttons 
GCControllerButtonInput x*xup, xdown, xleft, *right; 


¢ Or as two axes 


GCControllerAxisInput *xAxis, x*yAxis; 


Element Types 
GCControllerAxisInput 


¢ Measures movement along a particular axis 


float value; // Normalized from -1.@ to 1.0; 0.@ is neutral 
a Ulalime@ice(omlamelalianxe|0l-1¢- - 
a veicelaat-lacemerclilele-idrela 
ay AN) Ko) ant-)a(eme(=t- [0 by4e) atom ar-lareliiare 


Reading Element Values 
Three techniques 


¢ Read elements directly 
ammo) eco)alace)i(=) are) mial elena: 
¢ Register a value change callback 
aa DY-ic=rel dale mUal=laMVsclle(=smelal-lalel= 
¢ Take snapshot of entire controller state 
= For capturing all elements simultaneously 


Reading Element Values 
meliiiave m=». 100) olt= 


—(void) readControls 
{ 
// Using Extended Gamepad controller 
GCExtendedGamePad xprofile = self.myController.extendedGamepad; 


// Take actions for triggers 
if (profile. leftTrigger.isPressed) 
[self launchMissiles]; 


if (profile. rightTrigger.isPressed) 
[self fireLasersAtRate: profile. rightTrigger.value] ; 


// Apply thrust based on Y value of thumbstick 
[self applyThrust: profile. leftThumbstick. yAxis.value]; 


} 
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¢ Every controller includes Pause button 
mm mrclareliiare meso eligcare 
am ime ]aal=mciel ©) ele) a mmeelaleceli(=16s 
¢ Treat as a toggle 
= Active —~ Pause 
= Paused > Active 
¢ Consider UI state 


- Inactive > Inactive 


A\Nofeliarelar-]m@elalucelk: 
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— (void)setupControllers 


{ 


// Add Pause Handler 
self.myController.controllerPausedHandler = *(GCController xcontroller) 
i 

// Pause button pressed 

[self togglePauseResumeState] ; 


AVeforiacelat-|)maelalaaelk: 
Player indicator LEDs 


a Go) ah ace) i (16m nal-\Val are Ulelom ©)i-)\i=) mu lalel(er-]ne) as 
om 0) 0| an wl DDS 
- API to set/get 
- Persistent 
Se AN WAVec SASSY] Os mt DS 
- For controllers being used 
- Player index 
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am Kolelear-lalemaateliela 
am (elcro] mie) mellc-veial altcir-leldle) ars 
- |.e., taps, gestures, swipes 
¢ Controller 
om Glololom (0) ml 0) cack {-me)miare [U[=]a@sremialelere 
- j.e., tight moves, actions 
an Kollel aie-lalemce)aaatiiladialemee)aiuce)i(cmeelelsival=i 
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Best Practices 
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om @- Ja ale)anc=1e [0 || com-mee)alece)i (aii 
= Game controllers are optional 
sale [aal=manlUKienie)d ei iisarelelmeelaiace)i(cii 
¢ Support all profiles and form factors 
- Standard gamepad, extended gamepad 
me) saab iiadlialepmie-lalemr-l(e)als 
aslo] 0) 010) aun atom z-lUKiomolelacela 
- Pause if active, go active if paused 


Best Practices 
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ma ViaXslamee)alatsrerare 
= Move to controller-based input 
= Remove on-screen virtual controls 
am itelaaliatehacm ©)-)'i=) mu larel(er-}ne)s 
a AViatcia me | kxee)alalsreldjare 
- Pause gameplay 
= Return to regular controls 
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